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CONTROLLER NEUTRAL POSITION RESET 

If the L or Ft Burtons ate pressed or the Control Slick or C Slick are 
moved out of neutral position when the power is turned ON, those 
positions will be set as the neutral position, causing incorrect game 
control during game play. 

To resel the controller, release all 
buttons and sticks to allow them to 
return to the correct neutral position, 
then hold down the X, Y and 
START/PAUSE Buttons 
simultaneously for 3 seconds. 
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STEP INTO THE RING 

During the Age of Feuding between humans and 
Zoanthropes, & new kingdom was bom. 



Founded upon a dream of peace and equality for both, this 
new land attracted scores of Zoanthropcs from tar and wide. 
However, the kingdom was young, and relied heavily upon its 
Zoanthrope army for security and on its special brigade of 
Zoanthrope mercenaries for income. Even more troublesome 
for the infant nation were rumours of cruel experiments 
being carried out on Zoanthropcs to uncover the secret 
behind their mysterious ability to transform into fighting 
beasts* Though nearly everyone, Zoanthrope and human 
alike, strongly opposed these 
experiments, no one could 
prove that they were 
actually taking place, 
much less who was 
responsible for them* 

In an effort to bring 
the nation together 
and show off the 
power of their 
Zoanthrope 
army and 
mercenary 
brigade, the 
kingdom 
decided to 
sponsor the 
ultimate 
Zoanthrope 

lighting tournament. The 
winner would not only earn the title, 

'Zoanthrope Champion," but also 
take home a handsome cash prize. II 
only the participants knew what was 
really awaiting them... 


CONTROLLER 

Two controllers are required for 2-player versus fighting. 


Control Stick/Pad 

Menu: Moves the cursor, selects 
the stage. 

Gums: Moves the character. 

START/PAUSE 

Menu: Starts a new game, and 
challenges other player in Arcade 
Mode. 

Game: Pauses the game and 
displays PAUSE menu. 

See page 12 for more info. 

L Button 

Menu: Not used. 

Game: Side-step our of screen. 

R Button 

Menu: Not used. 

Game: Side-step into screen. 

Y Button 

Menu: Changes character 
costume when selecting a 
character and stops music and 
sound in audio settings menu. 
Game: Performs heavy block and 
throws. 

A Button 

Menu: Confirms menu selection. 
Game ; Performs kicks. 

B Button 

Menu: Exits the current menu. 
Game: Performs punches. 

X Button 

Menu: Not used. 

Game Transforms character into 
beast form (beastorise) and 
performs beast attacks while in 
beast form. 

Z Button 

Menu: Not used. 

Game: Transforms character into 
Hyper-beast form. See page 20 
lor more info. 

C Stick 

Menu: Not used. 

Game: Resets character position 
and other settings in Training 
Mode. 
















Various moves can be performed by moving the Control Stick 
and pressing the A, B, X, and Y Buttons. See the included moves 
list starting on page 21 For details on each characters moves. 

The button bin chons described are the in-game default NINTENDO 
GAMECUBE Controller settings. You can reassign these button 
functions in the CONTROLLER CONFIGURATION menu in the 
OPTIONS menu, the PAUSE menu, or the TRAINING MENU. 
See pages 13-14 for more information. 

STARTING THE GAME 

Insert the BLOODY 
ROAR*: PRIMAL 
FURY Game Disc into 
the NINTENDO 
GAMECUBE 1 *, and a 
NINTENDO 
GAMECUBE Memory 
Card into Memory 
Card Slot A* When the 
title screen is displayed 
after the opening movie, press START 

NINTENDO GAMECUBE Memory Card 

This game uses a NINTENDO GAMECUBE Memory Card 
to save game data. Only one set of Bloody Roar: Primal Fury 
data can be saved to a Memory' Card, You can play the game 
without a Memory 1 Card, but you will not be able to save any 
game data. Additionally, Memory' Card Slot B is not used in this 
game; please use Memory' Card Slot A. 

Please refer to the NINTENDO GAMECUBE instruction booklet 
for directions on how to format and erase Memory Card files, 

GAME MODES 



ARCADE 

Arcade mode is an arcade style, one-on-one fighting mode. The 
main focus is single-player versus COM (computer) battles, but 
another player can challenge you in the middle of Arcade mode. 


Bow to Start Arcade Mode 



When the Select Your 
Character screen is 
displayed, choose the 
character you want to 
use. To return to the 
title screen, press the 
B Button. There are 
two different costumes 
for each character; press 
the Y Button to change 
each character’s costume. When you have chosen a character 
and a costume, press the A Button to select that character. 
You may also pick your character and the costume randomly 
by selecting the question mark and pressing the A Button. 
After youVe selected your character, press the A Button again 
to begin. Your first opponent will be chosen automatically. Il 
you win the battle, you will move on to the nest opponent. If 
you lose, the continue screen will be displayed. 


Continue 

To continue, press START before the countdown reaches 
zero, and the Select Your Character screen will be displayed. 
You can only challenge your opponent with the same 
character that you w r ere using. There is no limit to the 
number of times you can continue. 

Challenge 

You can challenge 
someone playing Arcade 
mode by pressing 
START on a second 
Controller plugged into 
Controller Socket 2. 

The bartle will begin 
after you choose your 
character and the stage. 










VERSUS 

This mode is designed 
specifically for two- 
player one-on-one 
fighting. Two 

controUers are required 
to play Versus mode. 

How to Start 
Versus Mode 



When the Select Your Character screen is displayed* each 
player must choose a character to use m battle. There are two 
different costumes for each character; press the Y Button to 
toggle between the costumes. 

The first player to choose their character gets to choose the 
stage, handicap level, time and number of rounds. Use the 
Control Stick to make these selections. After the battle, you 
will be brought back to the Select Your Character screen. 


TIME ATTACK 

See how fast you can 
play through the game 
in Time Attack mode. 
This mode keeps track 
of your total play-time 
and gives you a time- 
based ranking when you 
finish. 



Howto Start Time Attack Mode 

When the Select Your Character screen is displayed, choose a 
character as you would in Arcade mode, and press the 
A Button to begin. The opponents and stages will be chosen 

automatically- 


SURVIVAL 

Survival mode is a 
special single-player 
versus COM battle 
mode where you try to 
beat as many opponents 
as you can in a row. 

Your life gauge will not 
hilly recover after each 
battle, and the game is 
fixed to one-round, 60-second battles. 

In Survival mode, you can regenerate up to 50% of your life 
in the next match (after a win) depending on how much time 
was left in the previous match. 

How to Start Survival Mode 

When the Select Your Character screen is displayed, choose a 
character as you would in Arcade mode* and press the 
A Button to begin. The opponents and stages will he chosen 
automatically. 
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TEAM BATTLE 

Choose three or five 
characters and fight 
against a team of COM 
opponents in Team 
Battle mode. Each time 
you lose a round, you 
will begin the next 
round with the next 
character on your team. 

Three character teams 
fight marches to three 

rounds, while five character teams fight matches to five 
rounds. Set the number of team members used in Team 
Battle mode (and VS Team Battle mode, see below) in the 
GAME SETTINGS menu in the OPTIONS menu. 
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How to Start Team Battle Mode 

When the Select Your Character screen is displayed, choose 
the characters you want on your team by pressing the 
A Button, Then press the A Button again to begin. The 
opponents and stages will be chosen automatically. 
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VS TEAM BATTLE 

V r STeam Battle mode 
is a two-player one-on- 
one version of Team 
Battle mode. In VS 
Team Battle mode, each 
player fights with a 
team of three or five 
characters. Each time 
one of the players loses 
a round, they begin the 
next round with the next character on their team. Two 
controllers are required to play VS Team Battle mode. 
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How to Start VS Team Battle Mode 

When the Select Your Character screen is displayed, each 
player must choose a team of three or five characters to use 
in battle. The first player to finish selecting his or her team 
gets to choose the stage, handicap level, time and number of 
rounds. Use the Control Stick to make these selections. After 
the bartle, you will be returned to the Select Your Character 
screen. 


TRAINING 

In the Training mode, 
you can practice your 
moves and combos on 
the COM-controlled 
dummy. You can also 
assign the dummy's 
behaviour. 



How to Start Training Mode 

When the Select 
Character screen is 
displayed, choose your 
character and the 
dummy character. After 
you have chosen your 
character and the 
dummy character, 
choose the stage. You 
can change the 

dummy’s settings on the training menu by pausing the game. 

How to Use the Training Menu 

While in Training mode, press START to pause the game 
and call up the Training menu. See below for a description of 
the various settings you can change on this menu. 

RESUME: Resumes the game. 

ACTION; Select the dummy’s behaviour with the Control 
Stick. (You’ll need to reset these settings each time you select 
new characters in Training mode,) 

Note: Any behaviours set on the list of options below the 
ACTION menu will take priority. 

STAND: Stands still. 

CROUCH: Keeps crouching. 

JUMP: Keeps jumping straight up. 

EVADE: Performs Guard Escape repeatedly. 

THROW: Performs throws repeatedly, 

BLOCK: Blocks all biockablc attacks, 

COM LEVEL T5: Determines the strength of the dummy. 
The higher the number, the stronger the dummy gets, 

RECORD & REPLAY INPUT: Lets the player program 
the dummy s actions. Sec page 11 tor more information. 
























RECORD & REPLAY INPUT on COUNTER; Lets 
the player program the dummy V counterattack actions. 

See page LI for more information. 

MANUAL CONTROL; Lets another player control the 
dummy s actions using a separate controller 

BLOCK AFTER TAKING DAMAGE: .After receiving 
a hit, the dummy Mocks the rest of the attacks. 

QUICK RECOVERY: Turning this on reduces the duration 

of stuns and knockdowns. 

AIR RECOVERY: This changes the dummy's Air Recovery 
timing. The dummy will perform an Air Recover)' after one 
to seven attacks, depending on this setting. 
ALL/ATTACK-7TH/ATTACK means that the dummy 
will attack after performing the air recovery. 

COUNTER HIT: Turning this on will force the dummy to 

take counterattack damage on hits. 

BEASTORiSE: Set the dummy to beastorise or transform 
into Hyper-beast form as soon as it is able. 

EVADE THROWS: By turning this on, the dummy will 

evade throws. 

RISING ATTACK: By turning this on, the dummy will 
perform rising attacks. 

GAUGE RECOVERY: By turning this on, the players beast 
gauge and/or the dummy's beast gauge will replenish 
immediately after performing a Beast Drive or going into 

Hyper-beast mode. 

LL BLOCK: Lets you choose if you want the dummy to 
block your attacks with a Heavy Block. H. BLOCK OFF 
forces the dummy to only perform Light Block, 

ALL DISPLAY: Lets you choose if you want on-screen 
information, such as the Beast Gauge, to be displayed. By 
turning it off, the INPUT DISPLAY (Controller input 
display) will not be displayed either. 


INPUT DISPLAY: Lets you choose if you want the INPUT 
DISPLAY (Controller input display) to he displayed. This 
will not affect the rest of the on-screen information. 
SELECT CHARACTERS AND STAGE: Lets you select 
the characters and stage. 

CONTROLLER CONFIGURATION: Allows you to 
change the Controller button function assignments. 

QUIT: Quits the game and returns to the title screen. 


RECORD & REPLAY INPUT 

First, you need to input the dummy's actions. By pressing the 
C Stick down, the message 
"RECORDING" will be 
displayed on the bottom of 
the screen. During this 
rime, use tout controller to 
control the dummy. 

To end the recording 
session, press the 
C 3rick down again. 

The message 

“RECORDING FINISHED" will be displayed. By pressing 
the C Stick down for a third time, the message “REPLAY" 
will be displayed on the bottom of the screen, and the 
recorded actions will be replayed. Pressing the C Stick down 
a fourth time will stop the playback. 



Training Mode Screen 

The Training mode 
screen displays 
information about the 
amount of damage your 
character and the 
dummy inflict on each 
other and the length of 
the combos your 
character and the 
dummy perform. 


















BASE DMG: Base damage of most recent successful attack, 
COMBO DMG: Total damage of most recent successful 

attack, including combo bonus. 

MAX COMBO DMG: Maximum amount of damage 
caused by a successful attack, including combo bonus. 

TOTAL DMG: Total amount of damage inflicted on 

opponent. 

MAX COMBO: Number of hits included in the longest 

successful combo. 

The Training Mode screen also displays the players attack 
type (High, Middle, Low) and the players Controller input, 

PAUSE MENU 

When START is 
pressed during 
gameplay, the game will 
pause and a menu will 
appear. Use the Control 
Stick to select the 
menu item of your 
choice and the 
A Button to confirm 
your selection. 

RESUME 

Resumes the game. 

CONTROLLER CONFIGURATION 

Allows you to change the Controller button function 
assignments. 

QUIT 

Quits the game and returns to the title screen* 



OPTIONS 


In the OPTIONS 
menu, you can change 
the game settings, such 
as difficulty and sound, 
and check your 
statistics. Use the 
Control Stick to select 
the menu item of your 
choice, and the 
A Burton to confirm 
your selection. The 
11 Button will return you to the previous screen* 
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GAME SETTINGS 
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stronger the COM 
opponent. The default 
setting is 4* 

PLAYER STRENGTH 

This sets rhe amount of damage caused by both characters. 
There are eight levels, and the damage increases as the 
number increases. The default setting is 4. 

TIME LIMIT 

This sets the time allotted for a single round in ARCADE, 
VERSUS, TEAM BATTLE, and VS TEAM BATTLE 
modes. The options are: 20, 40, 60, 90, and infinite. The 
default setting is 60. 

MATCH TO 

This sets the number of rounds you need to win in order to 
win a match in ARCADE and VERSUS modes. You can 
select a value between 1 and 5. The default setting is 2. 
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COM STRENGTH 

This sets the COM 
strength. There are 
eight levels, and the 
higher the number* the 





















TEAM MEMBERS 

This sets the number of team members used in Team Battle 
and VS Team Battle modes. You can choose either 3 or 5 
ream members. The default setting is 3. 

DEFAULT SETTINGS 

This returns all of the above settings to their default. 


CONTROLLER CONFIGURATION 


You can change the 
Controller button 
assignments in this 
menu. This is accessible 
from the pause menu 
and the training menu 
a$ well. 

AUDIO 

SETTINGS 



AUDIO OUTPUT 

This switches the type of audio output between stereo and 
mono. The default setting is stereo. 

MUSIC VOLUME/SFX VOLUME 

This sets the volume of the background music/sound effects. 

The default setting is 100. 

MUSIC PLAYER 

Use this to listen to the background music 

SFX TYPE/5FX PLAYER 

Use the SFX PLAYER to listen to the sound effects that arc 
used in the game. Choose the stage/character in SFX TYPE* 
and then select the track with the SFX PLAYER. 


DEFAULT SETTINGS 

This returns all of the above settings to their default. 



STATISTICS 

Here you can view 
various statistics, such 
as rankings and 
character usage. 

TIME ATTACK 
RANKING 

The ranking is 
displayed according to 

the time it took each player to finish the game in Time 
Attack mode. 


SURVIVAL RANKING 

The ranking is displayed according to the number of stages 
beaten in Survival mode. 

OVERALL STATISTICS 

Displays the percentage of times each character has been 
used, their win rate against COM, and their win rate against 
human opponents. 

VS MODE STATISTICS 

Displays each characters winning percentage and their 
overall win/loss record in Versus mode. 

VS MODE MATRIX 

This chart displays each character's record against every other 
character in Versus mode. 10 is a perfect score. 


MEMORY CARD 


You can change the 


Memory Card settings 
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LOAD 

This loads game data from the Memory Card in Memory 

Card Slot A. 

SAVE 

This saves game data to the Memory Card in Memory Card 

Slot A. 


GAME SYSTEM 

Life Gauge: Displays the characters remaining life. The Life 
Gauge will fully recover at the beginning of each round, 
except in Survival or Team Battle modes. 

Time: Displays the remaining time for the round. 

Rounds: Displays the number of rounds required to win the 
match. An orange icon indicates that you have won a round. 

Beast Gauge: When the words, “BEAST CHANGE!!" are 
displayed, you can transform into beast form. 

The left half of the screen is for the first player, and the right 
half is for the second player. 



How to Win 

You win a round it you knock out the opponent by depicting 
the opponents life, have 
more life than the 
opponent when the 
time runs out, or knock 
the opponent out of the 
ring. If you and the 
opponent have the same 
amount of life at the 
end of the round, it is 
considered a draw and 
each player will receive 
a win. Yon win the match when you accumulate the 
predetermined number of round wins. If the final round 
results in a draw, you will fight in a sudden-death match to 
determine the winner. Characters will begin the sudden- 
death match with their life gauge depleted. The first 
character to score a hit wins. 



IN-GAME CONTROL 

The Control Pad commands apply when the character is 
facing right. Reverse the commands when facing left. 

Throw: You can perform a throw by pressing the Y Button 
while holding the Control Stick towards your opponent. 

Duck: You can evade high and middle attacks by 

ducking. 

Blocking Mechanism 

Light Block 

Control Stick in neutral position 

This is a quick move, but you cannot use it to block Block 
Break moves. Press ^ for Low Light Block. 

Heavy Black 

4- or Y Button 














You can use this to block Block Break moves, but it takes 
more time. Press Y Button or for Low Heavy Block. 

Evade 

Y Button 

By pressing the Y Button right before your opponent lands 
an attack, you can evade the arrack. 

Air Recovery 

A, 8, X, or Y Button 

If your opponent launches you into the air with an attack, 
pressing the A, B, X, or Y Button allows you to recover in 
the air. Instead of being knocked down, you can attack 
immediately 

Block Break 

Performing these attacks causes the character to flash briefly; 
these attacks cannot be blocked by Light Block, 

Block Attack 

A or B Button 

This move, indicated by green lightning around the 
character, allows you to attack your opponent while 
performing High/Middle Light Guard. The button to press 
(A Button or B Button) for the command and the effect of 
the move, are different for each character. 

Sidestep 

Sidestepping allows you to move into or out of the screen. To 
step out of the screen, press L Button. To step into the 
screen, press the R Button. 


Throw Evasion 

You can evade a throw bv pressing the A, B, X, or Y Button 
immediately after the opponent executes a throw. 

Recovery 

Moving the Control Stick in circles and pressing anv of the 
buttons rapidly while stunned or knocked down reduces the 
amount of time needed to recover. 


BEAST FORM 

In Bloody Roar: Primal Fury, the battle tactics revolve 
around three factors - Beast form, Hyper-beast form, and 
Beast Drive. Skillful use of all three of these weapons is key. 

Changes in the Beast Gauge 

While in human form, the beast gauge is blue. You cannot 
beastorisc until this blue gauge fills. To fill the gauge, 
perform moves. 

When the blue gauge fills up completely, it becomes empty 
again and the words, “BEAST CHANGE!!” appear. At this 
time, you can press rhe X Button to beastorisc. You begin 
each battle in this state. If you choose to remain in human 
form, the gauge turns yellow and starts to fill. 

Once you change into beast form, the Beast Gauge will not 
fill. Rather, it will begin to empty as you sustain damage 
from the opponent. When the gauge empties completely and 
you arc knocked down, you automatically revert to human 
form, and the gauge turns blue (as long as you are not 
knocked down, you will remain in Beast form). 

When in Beast Form 

The following arc the benefits of Beast form: 

1. You can perform beast moves by pressing the X Button. 

2, When jumping into the air, you do not rise as high as in 
human form. 











3. New cancel points (parts of certain moves where you can 
shift to another move) become available. 

4. You can perform a Beast Drive once. 

5. Your life Gauge gradually fills, 

6. The amount of damage you can inflict increases. 

Life Gauge Recovery 

While in beast form, you can recover 30% of the damage you 
take in human form. The total amount of life you can recover 
while in beast-form is displayed in blue. Your life will be 
restored gradually, but not when you are blocking. Also, 
when you revert to human form, the recoverable amount of 
life becomes zero. 


HYPER-BEAST FORM 

Z Button or A+X+-Y Button 

You can transform into Hyper-beast form at any time during 
the battle by entering the above command. However, if your 
Beast Gauge is not flashing, this transformation will cost you 
health. The more full your Beast Gauge is when you 
transform, the less life you will lose. The following are the 
benefits of Hyper-beast form: 

1. The time stops. 

2. You can shift to another move from any part of a move. 

3. Within the time limit, you can perform Beast Drives 
without reverting to human form. See below for more 
information. 

4* Your Life Gauge recovers at a faster rate than in beast 

form. 

When rime runs out and you revert to human form, the 

Beast Gauge empties. 


BEAST DRIVE 



Beast Drives arc the 
most powerful of the 
beast moves, w r ith 
tremendous damage 
potential, but once you 
enter the command, you 
will revert to human 
form whether you 
successfully hit your 
opponent or not. The 
only exception is the I riper-beast form; as long as you are 
within the time limit, you can perform as many Beast Drives 
as you want. See the included moves list starting on page 22 
for each characters moves. 


CHARACTER 
SPECIAL MOVES 

Key 

it, 

G - Kick = A Button 
O - Punch = B Button 
G = Beast = X Button 


Note: Tliis key is based on the default button 
assignments. Feel free to change these assignments in the 
CONTROLLER CONFIGURATION menu in the 
OPTIONS menu, the PAUSE menu, or the TRAINING 
MENU. See page 12 for more information. 
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CUSTOMER SUPPORT 


Online Services with Activision Forums, E-Mail and File 
Library Support 

For support via the web please visit 
http://w'ww,activision.com/support or e-mail 
support#actbn s ioiixo.uk 


CUSTOMER AND TECHNICAL SUPPORT 
IN EUROPE 

For Customer Support you can contact Activision in the UK on 
+ 44 (0)8705 143525 between the hours of 8.00am arid 7,00pm 
(UK time) Monday to Friday with the exception of holidays. 

Your calls may be monitored 

TECHNICAL SUPPORT IN AUSTRALIA 

In Australia, for Technical support, Hints and Tips, please 

call 1902 263 555 

Calls are charged at $1.98 + GST per minute 

For Technical Support and Customer Service in areas not 
listed, please contact your local distributor or Activision via 
online, (Please note the online support is available in 
English only). 


PRODUCT LICENSE 
AGREEMENT 


USE OF THIS PROGRAM IS SUBJECT 
TO THE SOFTWARE LICENSE 
TERMS SET FORT1 I BELOW, 
'PROGRAM' INCLUDES THE 
SOFTWARE INCLUDED WITH THIS 
AGREEMENT THE ASSOCIATED 
MEDIA ANY PRINTED MATERJ AI S. 
AND ANY ON-LINE OR ELECTRONIC 
DOCUMENTATION, AND ANY AND 
ALL COPIES AND DERIVATIVE 
WORKS OF SUCH SOFTWARE AND 
MATERIALS BY OPENING THIS 
PACKAGE, AND/OR USING THE 
PROGRAM, YOU ACCEPT THE 
TERMS OF THIS LICENSE WITH 
ACTIVISION, INC, (“ACTIVISION"). 

LIMITED USE LICENSE Activision grant* 
you the «nn-occlusive, ngn^ansfeablc, Eiimtnl 
right Arid hemse to use otic copy of iKi* 
Ptognm solely and racckbivcEy fi n vour personal 
use. AH rigfhtv nut Ipcdftdfly granted under 
this Agreement are reserved try Adtvttkjn-Thii 
Prcsgram b Iketx^ed. not soli Your license 
confer* no title or irwncrship m this Program 
and should not he construed aa a of any 
ngbes in this Program. 

OWNERSHIR All ride, ownership ugh!*. ami 
intellectual property rights in and to ibis 
Program and any and all topics thereof 
line hi ding but not limited to- any titles, 
computer code, themes, nhjects, dararttn, 
character names, stories, dialog, catch phraser. 
Locations, concepts, artwork, animation, 
sounds, musical compositions, aildio-VHtui 
effects, methods nf operation, moral rights and 
any related documentation, incorporated into 
(his Program! are ttwncd by Actmswn nr its 
licensor*. This Program ts protected by the 
onpyrighi laws of' the United State*, 
international copyright treaties and 
conventions and other laws. This Program 
Contain! certain licensed maierijls and 
AaivisintA licensor* may preset! their righls in 
the event of any flotation of this Agreement, 

YOU SHALL NOT: 

* Exploit this Program or any of its part* 
■oommeraally, including but not limited to 
use it a cyber cafe, computet gaming 
center or rtfiV other lncation-hased site. 


Activision may offer a separate Site 
License Agree men! lu permit WU to make 
this Ptogram available for cummcrvid use: 
vre the ctintact Information bekm 

* SdL rent. b». License, distribute w 
otherwise transfer this Program, or any 
copies uf thit FYogram* without the 
express prior written consent oi 
Activision. 

■ Reverse engineer, derive -outer code, 
modify. decompile, dr-av-cmhU'. or create 
derivative works of this Program, in 
whole or in part. 

* Remove, disable or citrumveni any 
pjrvprieiary notices of Label* contained on 
or within the fVugram. 

* Export or re-cyport tbh Program lit any 
copy sir adaptation in vnlittiin of any 
applicable law* or regulation*. 

LIMITED WARRANTY. Activision 
warrants in the original Consumer putchaset 
of thi-s Program that the recording medium 
on which the Program is recorded will be 
free from defects in material and 
workmanship lor W3 day' from the date of 
purchase. If the recording medium is found 
defective within, Vfl days of original 
purchase, Aitivifiofi agrees to replace, free 
of chutgt. arty product discovered t+> be 
defective within such pentsd upon it* receipt 
of the IVoduct. postage paid. With proof of 
the date of purchase, as long as the Program 
is still being manufactured bv Activision. In 
the event that the Program is no lunger 
available. Activis h in. retains the right to 
■ttibstifiKe a similar program uf equal or 
greater value. Thri warranty is Limited in the 
recording medium containing die Program 
as origiiiallv provided hv ArrhrisioO and is 
nut applicable to normal wear and tear-THU 
warranty shall not be applicable and shall be 
void if the defect has arisen through abuse* 
mistreatment, or neglect Any implied 
warranties prescribed hv statute arc 
expressly limited to the 9fl-day period 
described above, 

EXCEPT AS SET FORTH ABOVE. FI I IS 
WARRANTY' IS IN LIKE til ALL 
OTHER WARRANTIES. WHETHER 
ORAL OR WRITTEN, EXPRESS OR 






IMPLIED, INCLUDING ANY 
WARRANTY OF MERCHANTABILITY, 
FITNESS FOR A l&KTICULAR 
PURPOSE OR HOfbINFRINGEMENT. 
AND NO OTHER REPRESENTATION'S 
OR CLAIMS OF ANY KIND SHALL BE 
BINDING ON OR OBLIGATE 
ACTIVISION 

When returning The Program for wmraniv 
repEacemrnt pleiw send the original 
product disks only m prormjvc packaging, 
and includes (1) j photocopy of win dated 
«do liflcipt; (2> your name and return 
address typed or dearly printed; ()) a brief 
note describing, the defect, the problems si 
you are cncoiinicred and the system on 
which wu axe running ihe Program: (4) if 
jtpu we returning the Program alter the 90- 
day mnar.ty period, but within one year 
after the date of purchase, ptca<-c include j 
cheque ctr money order for £15 sterling per 
disc replacement 

Note: Certified mail leMmenM 

Jn A us trail x send to: 

WARRANTY REPLACEMENTS 
ACTIVISION, Century Pku, Lnxl 1, 

41 Ramon Street, Epping NSW 2121 
AUSTRALIA 

Cartridge Replacement *1 2 9869 0935 

IXMITATION ON DAMAGES. IN NO 
EVENT WILL ACTIVISION BE 
LIABLE FOR SPECLAL, INCIDENTAL 
OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THE 
PROGRAM. INCLUDIN G DAMAGES 
TO PROPERTY', LOSS OF 
GOODWILL, COMPUTER FAILURE 
OR MALFUNCTION AND. TO THE 
EXTENT PERMITTED BY LAW. 
DAMAGES FOR PERSONAL 
INJURIES, EVEN IF ACTIVISION 
HAS BEEN ADVISED OF THE 
POSSIBILITY' OF SUCH DAMAGES. 
ACTIVISION'S LIABILITY SHALL 
NOT EXCEED THE ACTUAL PRICE 
PAID FOR THE LICENSE TO USE 
THIS PROGRAM. SOME 
STATES/COUNTRIES DO NOT 
ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY 
LASTS AND/OR THE EXCLUSION 
OR LIMITATION OF INCIDENTAL 
OR consequential DAMAGES, 
SO THE ABOVE LIMITATIONS 


AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY 
NOT APPLY TO YOU. THIS 
WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS, AND YOU MAY 
HAVE OTHER RIGHTS WHICH 
VARY FROM jurisdiction TO 
JURISDICTION. 

TERMINATION. Witlwtit prejudice to 

any other right* of Activision, this. 
Agreement will terminate automatically if 
you fail la comply with its terms and 
cpiiditicHis. In such event, you must destroy 
all copies of this Program and ad of its 
component parts. 

INJUNCTION. Because .Vitiitswn would 
he htrpafably damaged if the term* of thy 
Agreement were not ipeci brolly e nfo r ce d, you 
agree that Activision shall he entitled, without 
bond, other security or proof of damages, to 
appropriate equitable remedies with respect To 
breaches of this Agreement. in addition to 
such other remedies u Activision may 
otherwise have under applicable laws. 

INDEMNITY. You agree to indemnify, 
defend and hold Activision, its- partners, 
affiliate!, taduLitw!, oflkers, directors, 
empkyres and agents harmless from dQ danu^es, 
loses and expend irisrg dircedy or indrrertly 
from your ace: and orrusskins to act to using the 
Product puraunr to the terms of thk Agrcemia’.t. 

MISCELLANEOUS This Agreement 
itpctsena.theccm|iliett agreement coneermre* thk 
Ietk between foe patties and supersedes ill pox 
agreements and represendEfons between them. It 

maybeamendod:ofih J bya writing eaccuHid by both 
parties, h any prchfotn <ti ri*iw Agrerenent is held id 

be reformed txily to the exintr iMEsiy'ttJ xiijJirit 
enforceable or il the remaining paraorK of this 
Agree men t shall not he affivtirti Thas Agreanent 
dull be ooratsred ujvfer CaUfonw lawa* such bw 
k applied to a^ncEncnfc hturon California 
readeras uiiytd into and to be performed withnt 
Cjfikmij, except as jgtswsncd, by fbdaid law and 
you errant m foe qeeJusit jutisdkrion cfthciGUE 
and tedml a seres in Las A njv-s CaEtanui. 

If wu have any question* acrocrning fois license, 
you may ccntKt Activisen at 3100 Ocean Ffok 
Boufanod, Sima Monks, California 9tW0x 
t 1 (310) 255-2000, Attn. Burines and Legal 
Afifeirs, fe®iJ^cfoTOonaxrn, 









